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WARP 
TOKENS 

d | . SPACE LANES 

SYSTEM DISCS The game map is made = 

up of round System Discs 

connected to ofher Systems 

via Space Lanes of different 

lengths. 

Each Planetary System has a 

different capacity fo hold 

Resource Nodes, shown as 

colored tabs next fo the 

planet. eS \\ SPACE 
The Space Lane Die is used S LANE 

to determine 3 Lane’s ERE DIE 

/ Warp Tokens indicate 
how far your Starship can 

travel at Warp and indicate 

where your Starships 

“bs Warp. 

ASCENDANCY 
TOKENS 

Ascendancy Taeeaoa 

track how dominant 

each Civilization is. 

The first player to 

achieve 5 Ascendancy 

COMMAND 
CONSOLES 

HIT ROLL 

players compete for the 

Initiative. Turn Order Cards 

wins inenome: i (indicate sequence of play. Ly 

ADUANCEMEN FLEET CAROS & MARKERS 
CAROS(_./ «a 

7/7 ( EXPLORE STRANGE 
NEW WORLDS 

————— THE PRIME 
DIRECTIVE Take 1 Culture when you 

draw a “Civilization” 

Exploration Card of dis
cover 

q anew Phenomenon. 
The Federation may never

 

Invade Planets or Colonize 

Primitive-Inhabited systems. 4 SHIELDS 

_MODIFIER 

)} uPGRADE Jf 4 
: COST 3 

UNITED FEDERATION | (12% ] | = mile lp 
fC = =QOFPLANETS _—) 10% uO | \f 

| 8 3 ] CLASS 4 INDUSTRIAL 5) y) 
| s ( ‘ — ——REPLICATORS Z f a : ‘ic 

| | He | 6 # 0 - , SCIENCE 
\ 8 When you Colonize wi . When this Fleet Braves a Hazard, 

| | eee ee 
a System, you = ; IN | only roll for one of its Ships. 

’ may immediately bn is Fleet may Brave 

Ne = develop a = f _ freezer of 

Production Node — Phenomenon they 

at no eeu Occupy without 

ah fae 
Exhausting a Command. 

F. ceammand Console Cards fs > 

include each Civilization’s Advencemen Cards , 

Rules, track Weapon and Shield | — detail a variety of cultural 

levels, and have a place to put ict da eet : 
achievements which can each player's supply of tokens. 

‘ PLASTIC ‘| be completed. Each Fleet Cards hold groups of 
SLIDERS Civilization has a unique three or more Ships. Ships are 

Advancement deck. placed on a Fleet card and then 
oe eee ay the Fleet Markers show [the 

Sf -_ N Fleet’s position on the board. sg 



STARSHIPS @&@ CONTROL NODES STARBASE 
TOKENS 

FEDERATION KLINGON ROMULAN 
Starbases allow 

you to build Ships and 

Commission Fleets. 

Starbases also fight in 

Space Battles and 

make it more difficult 

for a rival fo attempt 

Hegemony. Each 

Starbase you control 

also increases your 

Each Civilization has their own Starships 

which explore the Galaxy, attack rivals and 

defend their Systems. Control Nodes are 

placed on a Syustem’s planet to mark which 

COMMAND 
TOKENS 

\ Civilization Controls the System. Commands by 1. 

y 

EXPLORATION 
CARDS 

Warp- aa
 Level Three of scover a fully 

_ Settlement with |) 

-~. , Wea pons | nofits previous | 
7 nit Roll fants. Their WA 

| Marance it a 
hields 5 A 

—— Modifier " efe mystery, 
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jegemony A 

) \\ You xu encountet nero aesistance | |" 2m by 
ber of 

\ co member S ee 
Be ity order. 1ip, ‘ 

ipoten 
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tet 
SC 

Py \pones to test Your JISCOVERY — 
species —_ 

{bs you explore the Galaxy, y 

you'll encounter 3 wide variety 

of discoveries, crises and 

strange new civilizations. When 

you discover a new Planetary 

Sustem, draw an Exploration 

Neate to see what you've Lucey 

fi 

TRADE AGREEMENT CARDS 

~ TRADE 
AGREEMENT 

a Each Civilization has three a 

Trade Agreements they may 

| give to the other players to 

represent peaceful commerce 

between their Civilizations. Each 

Trade Agreement you receive 

from another player increases 

, your Production each turn. } 

———__-_ 

f{ Command Tokens \ 
indicate haw many | 

orders you may 

\ issue on your a 

PLAYER 
TURN 
CARDS 

On your turn, you may Exhaust 

Commands to do the following: 

Each turn begins with a Buildin ng Phes 

When you are finished spending r 

flip this card over and your caiamoad ‘howe 

begins. 

STARSHIPS ” 

eam Build in Kronos and at 
i your Starbases. 

PRODUCTION NODE / 
a Build on 

Production 
= or Open Sites. 

RESEARCH NODE, 

me 
“a 

f\ Build on pesercn(Sd) 
( — or Open Sites. 
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CULTURE NODE / 
i, eel 

COLONIZE SECTOR 7 

ai wi on undeveloped 

Alp ms you Occupy. 

COMMIT RESEARCH 

You may add 1 Research Token to each —.. 

Advancement Project per turn. 

You may also upgrade Weapons and Shields. 

Player Turns are divided 

into Building and Command 

Phases. The two-sided Player 

Turn Cards list all fhe Building 

Costs on one side and all the 

Command Options on the ae, 

yr 



GAME SET UP 
Setting up a game of Star Trek: Ascendancy is straightforward. 

Each player starts with their Home System, a few Ships and 

some Resources. At the beginning of the game, no Civilization 

has made First Contact and the whole of the Galaxy is yet to be 
discovered. On page 3, you can see an example of what a game 

looks like when it is set up and ready to play. 

COMMAND CONSOLE & COMPONENTS 

Each player takes a Command Console for the Civilization 
they’re playing. Command Consoles track Weapon and Shield 
Levels. Your Weapons start at a Hit Roll of 5+, your Shield 
Modifier starts at 0. The bottom of the Command Console 

has spaces for your Resource Token Reserves. Each Command 
Console also contains any Special Rules that apply to that 
Civilization. 

—* SPECIAL RULES nee 

WEAPONS 

SLIDER 

| (3810) || UNITED FEDERATION | |Lle* 
| |. OF PLANETS _ — i 

iy RESOURCE ¢) 

RESERVES 

The Federation Player’s Command Console 

Give each player all the components associated with their 

Civilization: Each player should have 30 Ships, 3 Fleet Markers, 
3 Fleet Cards, 3 Starbase Tokens, 15 Advancement Cards, 10 
Command Nodes and their Civilization’s Player Turn Reference 
Card. 

STARTING RESOURCES 
Each player starts with 3 Production, 3 Research and 3 Culture 
Tokens. 

STARTING ASCENDANCY 

Each player starts with one Ascendancy Token. Ascendancy 
Tokens should be placed so that all players can see how many 

each player currently has. 

COMMAND TOKENS 

Each player starts with 5 Command 
Tokens. Command Tokens should be 

placed face up where all the players can 
see them. Command Tokens are double 
sided. The “Exhausted” side indicates 

that the Command has been used this 

turn. Starbases you Control increase your Commands by 1. 
Completing an Advancement which pictures a Command 

Token also increases your Commands by 1. Any time you gain a 

Command, it starts play Exhausted and will be Refreshed at the 
end of the Game Round. 
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ADUANCEMENT DECKS :' —— 

Each Civilization begins with one stiles No 
completed Advancement, marked = . 
“Starting Advancement” on the card. Place 

this Starting Advancement apart from 
your Advancement Deck then shuffle your 
Advancement Deck. 

Your Rolls To Hit 
of 6 always Score 
a Hit, regardless of 
the Rival’s Shield 
Modifier. 
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Over the course of the game, players 

will complete additional Advancements. 

Before an Advancement is complete, it 

is considered a Project. You may have a 

number of ongoing Projects equal to the 

number of Research Nodes you Control. 

Klingon Starting 

Advancement 

Each completed Advancement adds Special Rules to your 

Civilization and may increase the speed of your Starships. For 

full details on Speed and Movement, see page 11. 

HOME SYSTEM 
Each Player’s Home System 

starts fully Developed with 

one of each Resource Node 

and one of their Control 

Nodes. 

ROMULUS 

STARTING SHIPS 

Each player starts with 3 

Ships on their Home System. 

The Romulan Home System, Set 

up with Ships & Nodes



SUGGESTED PLAYER LAYOUT > 

PROJECT AREA 
Projects are \ 
placed next to 

our Deck. | Bim FEDERATION 

ADVANCEMENTS 

“UNIVERSAL 
ee 

Each player has air 

own supply of 30 Ships, 

10 Control Nodes and 

3 Starbase Tokens. 

SYSTEM DISCS 
Separate the Interstellar Phenomenon System Discs from 

the Planetary System Discs. Next, set aside a stack of random 

Planetary System Discs equal to twice the number of players, 

i.e. 6 Planetary Systems for a three-player game. These are your 

starting Planetary Systems. Shuffle the remaining Planetary 

Systems with all the Phenomenons, then place the starting 

Planetary Systems on top, creating a stack of all the System 

Discs with the starting Planetary Systems on top. 

Separate out all Make a stack of starting 

| the Phenomena Planetary Systems, 

from the System Discs e per Player 

Put the 6 separate 

Planetary Systems 

on top of the 

“& big stack of Discs. 

-LINEXPLOREO 

3 6 Starting ° 

Planetary 

Systems a 
Shuffled 

Planetary & 

3 Shuffle the Phenomenons %«» 3 Se Phenomenon 
3 = ZZ Systems Phenomenons 

into theremaining ” 
Planetary Systems 

Resource Tokens ore placed on the 

Command " Command Tokens above. 
FLEET AREA 

rat e oe ia Displays which 
Fleets are 

Commissioned 

and how many 

Ships are in each 

Screen Fleet. 

——ADUANCEMENT AREA 

When you complete Projects, move 

them into your Advancement Area, 

with your Starting Advancement. 

DIPLOMATIC 
SCIENCE _ cu ag Fel ea Feta 

Depending on the size and shape of your game fable, you may 

need fo lay out your player area differently. Make sure your 

Advancement Area and Project Area are distinct from each offer. 

Gs RERILLINC hE 
Some Special Rules will allow you fo reroll dice. You may 

only reroll any given die once per Special Rule. If you 

have different abilities which allow you fo reroll dice, 

they could be combined fo allow you fo reroll 3 die more 

[han once, buf each rule can only be used once. 

Example: A Romulan Battle Fleet of five Ships [which 

allows re-rolls of 1s in Space Battles) is in Combat witha 

rival. The Romulans have also completed their “Superior 

Targeting Array”, which allows them fo reroll a die in 

Combat. 

In fhe Romulan’s Altack, they roll 1,1,4,5,6. Using the 

Battle Fleel’s special rule, they reroll bofh 1s and gefa 

1 anda 6. Even though they rolled another 1, fhey can’t 

use the Baftle Fleet's rule again fo reroll fhe same dle. 

The Romulans could use their Superior Targeting Array 

fo reroll that die a second time. 



SUGGESTED GAME LAYOUT 
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Depending on what type of fable you’re playing on, distances 

befween fhe Home Sustems and fable edges will vary. 

The Important thing is for Home Systems fo be about the same 

distance from each ofher and the fable edge.



GHME AREA 
Star Trek: Ascendancy uses an organic, growing map that can be 

played on any shape of table. Before the game begins, agree on 

what part of your game table is usable — can you build right out 

to the edge? Up to a certain distance from the edge? 

Each player starts with their Home System, separate from the 

other Civilizations. As you play, you'll discover strange new 

worlds, explore interstellar phenomena and uncover unknown 

civilizations. The game board is made up of round System 

Discs connected to other Systems via Space Lanes of different 

lengths. When moving through the map, each System Disc 

counts as one Sector; Space Lanes contain between two and 

four Sectors. 

A 3’x 3’ area works well, with Home Systems placed such that 

each Home System is an equal distance from two other players 

and about 5 inches from the edge of the play area. 

lf you place your Home Systems closer together, you'll come 

into contact much faster, allowing earlier trading but creating 

more competition for new Systems. Placed farther apart, players 

will have more time to discover new worlds and develop their 

Civilizations before connecting with the other players’ Systems. 

The map grows as players Discover new Star Systems and connect 

them with new Space Lanes 

8 WINNING THE GAME 
There are two different paths to winning the game. You can win 

the game by becoming the most ascendant civilization in the 

Galaxy or by militarily dominating your rivals. 

ASCENDANCY VICTORY 
At the end of a Game Round, a player 

who both Controls their Home System 

and has 5 Ascendancy Tokens wins 

the game. They have established 

their Cultural dominance over the 

Galaxy. Ascendancy Tokens may be | 

purchased any time on your turn, with 5 Culture Tokens. 

SUPREMACY UICTORY 
At the end of a Game Round, if a single player Controls three 

Home Systems, one of which must be their own, that player has 

dominated the Galaxy and wins the game. 

TIED VICTORIES 
At the end of a round, if two players have achieved Victory, 

through Ascendancy or Supremacy, the player who Controls 

the most Systems wins. If it’s still a tie, both Civilizations have 

risen to greatness and the players share the victory. 

STARFLEET ETHICS 
Star Trek: Ascendancy is a competitive game, with every player 

trying to dominate, destroy and absorb their rivals. Don’t pull 

out your bat’leth when someone invades your homeworld - it’s 

all in the spirit of the game. 

Similarly, if your Civilization is running roughshod over the 

Galaxy, try to maintain Picard-level aplomb as you become the 

Ascendant power in the Galaxy. 

A NOTE ON GAME LENGTH 

Star Trek: Ascendancy is a big, Galaxy-spanning game that 

follows the arc of Civilizations. Be prepared: this is along game. 

With experienced players, a game will take about an hour 

per player. Your first few games will be longer. Page 26 of this 

rulebook includes options for playing the game in less time. 



© KEY GAME TERMS 
The following is a reference of the important game terms which 

are used throughout the rulebook. 

Adjacent: Sectors right next to each other are Adjacent. Space 
Combat usually, but not always, takes place between Adjacent 

Sectors. 

Capacity: The potential of a System to hold Resource Nodes. 

Systems can hold between one and three Nodes. 

Contest: You Contest a Sector when you and another player(s) 

have Ships in the Sector. A Sector containing more than two 
players’ Ships is Contested. 

Control: Control Nodes mark which player Controls a System. 

You may gain Control of a System through Colonization, 

Invasion or Hegemony. You Control a Starbase when you Control 

the System the Starbase is in. 

Developed: A Planetary System is Developed when it contains 
one or more Nodes. A System with no Nodes is considered 

Undeveloped. Starbases are not Nodes. 

Exhausted: Cards or Tokens that are face-down. Exhausted 

cards and tokens can not be used until they are Refreshed 

(flipped face-up). 

First Contact: A Civilization is considered to have made First 
Contact once their Home System is connected to another 

player's Home System via Space Lanes and Systems. 

Fleet: A group of Ships that moves and fights together. Any 

rules that apply to Ships also apply to Fleets. 

Game Round: Star Trek: Ascendancy is played in a series 
of Rounds. Each Round consists of three Stages: Initiative, 

Execution and Recharge. 

Home System: The System with which a player begins the 

game. You may build Ships and Commission Fleets in your own 

Home System, whether or not there is a Starbase there. This is 

not true of a rival’s Home System, if you take Control of it. 

Hostile: Rivals and their Ships are considered Hostile when you 
don’t hold one of their Trade Agreements. 

In Orbit: Any Ship present in a Planetary System is “in Orbit’, 

whether or not the System contains other players’ Ships. 

Node: A Structure built on a Planet’s surface. This includes 

Resource Nodes and Control Nodes. Starbases are not Nodes. 

= 

Occupy: You Occupy a Sector when you are the only player with 

Ships in that Sector. 

Peace: You are at Peace with any rival whose Trade Agreement 

you hold and their Ships are considered Peaceful. 

Project: An Advancement Card that is not yet completed. 

During each Player’s Building Phase, they may add a Research 

Token to each of their Projects. Each Civilization has a 

unique deck of Advancement Cards containing a variety of 

technological and civil achievements. 

Refresh: Flip an Exhausted (face-down) game piece face up. 

Reroll: Some rules allow you to roll a die again. You may not use 

a rule to Reroll the same die multiple times. If you have multiple 

rules that allow you to Reroll dice, you may use different rules to 

reroll the same die multiple times, but only once per rule. 

Reserves: The Resources you hold on your Command Console 

but have not yet spent. 

Resources: Production, Research and Culture are Resources. 

Ships, Nodes, and Ascendancy Tokens are not Resources. 

Sector: Any spot on the board in which a Ship can be placed. A 
System Disc counts as a single Sector, Soace Lanes are divided 

into 2, 3, or 4 separate Sectors. 

Structure: Each physical item built in a System is considered a 

Structure. Resource Nodes, Control Nodes and Starbases are all 

Structures. 

Supply: The shared Resource Nodes and Tokens in the box that 

have not been built or earned by the players. The Supply is 

considered to be unlimited.



TRADE AGREEMENTS 
In Star Trek: Ascendancy, you can't directly give Resources to 

other players. What you can do is Establish Trade Agreements 

between your Civilizations, peacefully allowing commerce 

between otherwise hostile factions. 

Each player starts with three of their own Trade Agreements. 

Trade Agreements only produce Resources when they’re given 

to another player. 

ESTABLISHING TRADE AGREEMENTS 

To give or receive a Trade Agreement, you must have a Ship or 

Control Node Adjacent to or in the same Sector as one of that 

rival’s Ships or Control Nodes. You may do this at any time. Once 

you have given a rival a Trade Agreement, you may exchange 

it for one of your other Trade Agreement Cards regardless of 

Ships’ positions. 

The Federation 

and Romulans 

_ Exchange 
~ Trade 

Agreements 

You may only hold one Trade Agreement at a time from each 
rival. You are considered to be at Peace with any player whose 

Trade Agreement you currently hold. This allows you to ask 
permission to move through and into Sectors containing their 

Ships, see page 11 for details. Any rivals whose Trade 

Agreements you do not hold are considered Hostile. 

TRADE PROFITS 
During the Recharge Stage, players take the Resources pictured 

on the Trade Agreements they have received. 

Tip: Trade Agreements 

are a powerful source . | 

of Resources. The first —_i 
players to make contact “— . ae 

and begin trading will a oe } x 

find themselves in an = : ° 

advantageous position. } 
i 
Quark Inspects the Latinum — | 

WITHDRAWING TRADE AGREEMENTS 

Easily made, easily broken: you can revoke any of your Trade 

Agreements at any time, for any reason. However, to give back a 

rival’s Trade Agreement you hold, you'll have to betray them. 

BETRAYAL 
lf you Attack a player whose Trade Agreement you hold, you 

have broken the peace and must return their Trade Agreement. 
Once a Combat has begun, participants can’t exchange Trade 

Agreements until the Combat is over. 

f AGAME ROUND 
Each Game Round consists of three Stages: Initiative, Execution 

and Recharge. 

INITIATIVE STAGE - PAGE 7 
Players spend Resources to influence galactic politics and seize 

the Initiative this Game Round. The Player who spends the 

most Resources gets their pick of the Turn Order Cards for the 

upcoming Round. Players may only spend Resources if they 

have made First Contact. 

EXECUTION STAGE - PAGE 8 
Players take their turns in the order decided by the Initiative 
Stage: building up their Civilization; Researching new Projects; 

Upgrading their Weapons and Shields and issuing Commands 

to their Starships. On their turn, Players may also spend 5 

Culture to Ascend. 

RECHARGE STAGE - PAGE 24 

At the end of each Game Round there is a Recharge Stage. Each 

Recharge Stage consists of: 

A Victory Check 

A Generate Resources 

A Refresh Cards & Tokens 

A Add Warp Tokens to Ships at Warp 

A Resupply Phenomenon with Research Tokens 

After the Recharge Stage, another Game Round begins. 



D INITIATIVE STAGE ) 
At the beginning of each Game Round, every player who has 

made First Contact has to decide how many Resources they 

are going to commit to seizing the Initiative in galactic politics. 

Players will then choose their Turn Order Cards in the order of 

how many Resources they’ve devoted. 

Any type of 

Resource may be 

spent to influence 

galactic politics. 

The Player who 

spends the most 

gets their pick of 

Turn Order Cards. 

Players who have not made First Contact with another 

Civilization have no ability to influence other Civilizations and 

do not participate. 

Note: For the first turn or two, when no one has made First 

Contact, no one is eligible to influence galactic politics so all 

Turn Order Cards will be passed out randomly. 

Starting with the player who went first the previous Game 

Round, players who have made Contact may place a number of 

Resources on the Turn Order Card they used the previous turn. 

You may use any Resource: Production, Research or Culture. 

Players commit Resources in the Order of the Turn Order Cards 

they hold from the Previous turn. 

When it’s your turn, you may always choose to commit nothing. 
If you decide to commit Resources, you may not spend the 
same total number of Resources as any other player who has 
already gone. 

Note: Star Trek: Ascendancy comes with Turn Order Cards 

marked 1 through 10. When playing a three player game, 

use cards 1,2 and 3. 

The additional Turn Order Cards can be used with the 

optional rules on page 26, or in games with more than three 

players. 

PT, ; : _ =) 4 Yes «-SLursa and BEtor Negotiate for Position == 

CHOOSING TURN ORDER CARDS 

The player who spent the most gets to choose their Turn Order 

Card first. Players may choose whichever card they’d like, i.e. the 

player who chooses first doesn’t have to choose the Turn Order 

1 card. The remaining players who spent Resources choose their 

Turn Order Cards in descending order of how many Resources 

they Spent. All Resources committed are discarded and 

returned to the Supply. 

Players who haven't made First Contact or who spent nothing 

choose their Turn Order Card randomly from the remaining 

cards. The Turn Order cards remains face-up throughout the 

Initiative Stage. 

Example: John, Pete and Sally are all connected and eligible to 

participate. Pete went first the previous turn so he decides first and 

commits 2 Production. John went second the previous Round, so 

he goes second and commits 1 Research Token. Sally went third the 

previous Round so she decides last and commits 3 Resources total 

(2 Production and 1 Research). 

Since Sally spent the most, she gets first pick of the Turn Order 

Cards, Pete chooses second and John gets the Turn Order Card 

that’s left over.



__ 
| EXECUTION STAGE | : 

Starting with the player holding the “Turn Order 1” card, players 

take their Turns. Each Player’s Turn consists of a Building Phase 

followed by a Command Phase. 

B BUILDING PHASE 
At the start of each player’s Turn is a Building Phase in which 

they spend Resources to develop their Civilization, Research 

Advancements and upgrade their Weapons and Shields. These 

may be done in any order. 

BUILDING COSTS 

PRODUCTION Build at Earth and at 
your Starbases. 

PRODUCTION NODE 

Build on 
Production 
or Open Sites. 

RESEARCH NODE 

Build on Undeveloped 4% 

Systems you Occupy. 

BUILD SHIPS 

Ships cost 1 Production each. You may Build Ships at any 
Starbase you Control and your Home System (assuming you 
still Control your homeworld). If you’re Building 3 or more Ships 

in the same System, you may immediately group them into a 
Fleet, without soending a Command. For full details on Fleets, 

see page 22. 

Note: Each player has a limited number of Ships and 

Control Nodes they can have on the table at a time. Future 
Expansions may add Ships and Control Nodes. Make sure all 
players have the same amounts. 

COLONIZE A SYSTEM 

You may Colonize an Undeveloped 

Planetary System you Occupy by 

building a Control Node. A Sector is 

Undeveloped when it doesn’t contain any 

Nodes. 

Establishing a new Colony is a Resource intensive process; 

Starships are often used as the functional core of a new Colony. 

Colonizing a new Sector costs 1 Culture, plus a Starship in 

Orbit of the System being Colonized. To show that you’ve 

established a Colony in the System, place one of your Control 

Nodes on the Planet. 

BUILD A RESOURCE NODE 

Some planets are rich in natural 

resources, others contain sites 

rich in scientific research potential 

while others have the potential to 

support great cities and cultural 

touchstones. 

Each System has a Capacity 
marked with colored tabs around 

the edge of the planet that shows 

how many of each type of Node 
may be built. 

This System has the Capacity 

to have one Culture Node 

and two Production Nodes. 

You may only Build Nodes in 

Systems you Control. To Build a Resource Node, spend the 

cost listed for that type of Node. 

Sometimes a System will have “Open” Capacity, which means 

that it’s a versatile enough System that you can choose what 

type of Node to build there. Later, Resource Nodes built on 

Open Sites can be replaced by paying the full cost of the new 

Node. Once built, you may not simply Destroy your Nodes. 



COMMIT RESEARCH 
In your Building Phase, you may also 

Commit Research to your Advancement 

Projects. The amount of Research 

required to finish the Project is listed in 

the upper left of each card. 

— STARFLEET 
—) DIPLOMATIC CORPS 

When your 
Hegemony Attempts 
are successful, 
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taking Control of 
the System does not 
require spending an 
additional Culture. 

You may add one Research Token to 
each Advancement Project per turn. 

Claiming Research from Phenomena can 

speed a Project’s completion. For full 

details on claiming Research from a 

Phenomenon, see page 14. 
This Project takes four 

Research to complete 

In your Building Phase, you may add one Research 

Token to each of your Projects per turn. 
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Once a project has enough Research to 

complete it, you may use Its rule immediately. 

Once you commit Research Tokens to a project, you can’t move 

them around or take them back. 

In the first Game Round, players won't have any Projects yet. In 

your Command Phase, you may use Commands to Launch New 

Projects. For full details on Launching new Projects, see page 

23. The number of Research Nodes you control is the maximum 

number of Projects you may have in your Project Area. If, at any 

point in the game, you have more Projects than you Control 

Research Nodes, you must discard Projects until that’s no longer 

the case. 

DISCARDING PROJECTS 

Whenever a Project is Discarded, it goes to the bottom of its 

Advancement Deck and any Research Tokens on the Project are 

returned to the Supply. 

FINISHING PROJECTS 
When you Commit enough Research Tokens to finish a 

Project, it becomes a usable Advancement. Move it to your 

Advancement Area. If applicable, you may use the completed 

Advancement’s Special Rules immediately. Unless a card states 

otherwise, you may only use an Advancement'’s rules on your 

turn. 

Each Advancement has a Type listed on the right hand edge 

of the card. Some Advancements rules only effect certain 

types of Advancement. For example, the Romulans have an 

Advancement that allows them to Exhaust an “Espionage” card. 

When you finish a Project, it’s a good idea to let your rivals 

know what your new Advancement does. Advancements may 

sometimes be Exhausted. Exhausted Advancements may not 

be used in any way and will be Refreshed during the Recharge 

Stage at the end of the Game Round. 

WARP TOKEN 

ADUANCEMENTS 

Some Advancements picture Warp 

Tokens in the lower right hand corner 

of the card. When completed, these 

Advancements increase the Warp Speed 

of your Ships, in addition to their Special 

Rules. For details on Warp Movement, 

see page 11. 

‘When Invading a 
Planet, you may 
reroll any of your 

T
E
 

IT
 

failed To Hit rolls in 

the first round of 

Combat. 

This Project increases 

your Ships’ Warp Speed 

COMMAND ADUANCEMENTS 

Some Advancements picture a 

Command Token. When you complete 

an Advancement which pictures a 

Command, the number of Commands 

you have immediately increases by one. 

This new Command starts Exhausted 

and will be refreshed in the following 

Recharge Stage. 
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CONTINUING 
“Committee 

Your Systems’ 

Hegemony Resistance 

is increased by 1. 
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There are some Romulan Advancements 

which picture a Culture Token. When a 

Romulan player completes these, the 

Romulans take a Culture Token. 

This Project increases 

your Commands by 1



UPGRADING WEAPONS & SHIELDS 
In addition to committing Research Tokens to Projects, you may 

also spend Research to improve your Weapons and Shields. 

The cost to upgrade your Weapons and Shields is listed on your 

Command Console, directly across from your current Weapons 

and Shield Levels. Unlike Advancement Projects, upgrading 

your Weapons and Shields is a single, one-time cost, not 

something you commit Research to over time. 

The cost to upgrade your 

Weapons or Shields ts 

shown directly across from 

your current Weapons and 

Shields Leuel. ° 

WEAPONS 
HIT ROLL 

UPGRADE 

COST 

Here, the Federation has a 

Hit Roll of S+ and it would 

cost four Research to 

upgrade to a Hit Roll of 4+. 

Ao . RESEARCH 
TaN cae ‘= 

fi THE PRIME 

DIRECTIVE 

WEAPONS 
eal ROLL 

UPGRADE 
aD 

| 

3+ 

5 

BUILDING SPECIHL RULES 
Some Advancements’ Special Rules will allow you to do 

something extra during your Building Phase. These may be 

used at any time while you're building. 

END OF BUILDING 
After you complete your Building Phase, your Command Phase 

begins. Once you start your Command Phase, you may not 

spend Resources to Build unless a specific Special Rule allows 

you to do so. Ascending is the only exception: you may spend 

five Culture Tokens to take an Ascendancy Token at any time 

during your turn. 

5 COMMAND PHASE 
On your turn, after your Build Phase, there are a number of 

things you can issue a Command to do: 

MOVE SHIPS AND FLEETS 

INITIATE SPACE BATTLE 

INVADE A PLANET 

ATTEMPT CULTURAL HEGEMONY 

COMMISSION A FLEET OR STARBASE 

LAUNCH NEW ADUANCEMENT PROJECTS 

ACTIVATE SPECIAL RULES >
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When you issue a Command, Exhaust a 

Command Token to show it has been used. 

When you're done issuing Commands, your 

turn is over and the player with the next 

Turn Order Card takes their turn. 

All Commands may be issued multiple 

times per turn, as long as you have 

Commands remaining. 
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EXITING WARP 
y M OVEMENT — ray To have a Ship at Warp Exit Warp, Exhaust a Command. 
Ships can Move at Impulse or Warp Speed. Each Movement When a Ship Exits Warp, it may move through a number of 
Command moves 1 Ship or Fleet. You may issue more thanone — Systems equal to the Warp Tokens they’ve accumulated, plus 
Movement Command to the same Ship on a single turn. the number of Warp Tokens pictured on your completed 

For example, you could use one Command to have a Ship Exit Advancements. If the Ship Entered Warp from a System, don't 
Warp, and then usea second Command to have that Ship moveat ©9¥ nt the System in which it started. 

Impulse Speed. 

As you move your Ships into unexplored Space, you'll place / 

new Space Lanes and Systems Discs on the board, building the 

galactic map as you play. Discovering and placing a new System 
Z| - Ly 

=) f 

always ends your Movement. « 

IMPULSE MOUEMENT 
All Ships have a base Impulse Speed of 2. To move a Ship at 

Impulse, Exhaust a Command and move a Ship up to 2 Sectors. 

You may place new Space Lanes and Systems at Impulse. 

Discovering a new System always ends your move. 

P 

with 4 ‘Warp Tokens, the 

Klingon Ship may moue up 

to four Systems. 

You may choose to move through fewer Systems or Exit Warp 

RELITEE early ina Space Lane. When you come out of Warp in a Space 

SPEED: Lane, you may stop in any Sector of the Space Lane. After 

; Exiting Warp, discard the Ship’s Warp Tokens. 

You may choose to enter a New System as part of your 

Warp Movement. Entering a New System always ends your 

; Movement, even if you have Movement remaining. 
The Romulan Ship moues 2 

Sectors at Impulse >t Y TRAYUELING AT WARP 
You may also use a Command to give another Warp Token to a 

ENTERING WARP Ship or Fleet who has already Entered Warp. Ships at Warp also 
To Enter Warp, Exhaust receive additional Warp Tokens during the Recharge Stage. 

a Command and 

move a Ship or Fleet 

just off the System or 
ENTERING RIVAL TERRITORY 
As you’re moving through space at Impulse or Warp, you may 

Space Lane they are not enter or pass through a Sector you don’t Control that 

in and place a Warp contains Hostile rival Ships. You may ask for permission to 
Token next to the Ships that Enter warp are enter or move through a Sector which contains rival’s Ships 
Ship, pointing to the considered to be At Warp” with whom you are at Peace. They may agree or not, as they 
Sector from which they wish. If they don’t agree, you must end your Movement. You 
Entered Warp. may always move through Systems you Control, regardless of 

Ships will accumulate additional Warp Tokens at the end of any rival presence. 

each Game Round or by spending additional Commands. Note: If a rival denies you access to their System, you can’t 
Ships at Warp don’t count as being “in” the Sector from which reverse your course and take back the Movement used to 

they left. For all intents and purposes, Ships at Warp arenoton  getthere. If you were traveling at Warp Speed, you must 
the board until they Exit Warp. end your Movement in the Sector previous to theirs. 

I 
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HAZARDOUS SYSTEMS 
Some Systems are marked with a Red Alert 

Warning. When your Ships end their 

Movement in a Hazardous System, they 

must Brave the Hazard and see if they 

survive. 

Level 5 Hazards Hit 

Ships ona 5 or6 

Shields protect against Hazards. To Brave a Hazard, add the 

Ships’ Shield Modifier to the System’s Hazard Level. The player 

to your right then rolls a die for each Ship that ended their 

Movement in the Hazardous Sector. For each die roll that is 

equal to or higher than the Shield Modified Hazard Level, one 

Ship is destroyed. 

BOOM! A roll of S means the Federation Ship ts destroyed 

when it ends its Mouvement tn the Hazard. 

For example, a Federation Ship ends its Movement in the Stellar 

Nursery, which is a Level 4 Hazard. The Federation has upgraded 

their Shields once, so has a Shield Modifier of 1. The Klingon 

Player to their right rolls a die. Aroll of a 5 or a 6 will destroy the 

Federation Ship. 

Space is big. If you don’t stop in a Hazardous Sector, you don't 

have to make a Hazard roll; you were able to navigate around 

the dangerous System. If you Build Ships in a Hazardous Sector, 

you don't need to make a Hazard roll when you deploy them 

or when they leave. Ships only have to Brave a Hazard when 

they end a Movement there. 

with2 warn Tokens, the Federation Ship ts able to Warp 

past the Pulsar without Brauing the Hazard. 

8 BUILDING THE GALAXY 
As you Move through the Galaxy, you'll chart new Space Lanes 

and Systems and build a galactic map unique to your game. 

Every new map presents new challenges and opportunities. 

PLACING NEW SPACE LANES 
Each System Disc has a maximum 

number of Space Lanes that can 

connect to it, listed on the bottom 

of the System Disc. Once this many 

Space Lanes are connected, you 

may not make any new connections 

to that System. This System can have three J 

connected Space Lanes. 

As you're moving, you may choose to place and then travel in 

new Space Lanes, if the System you're leaving has unused Space 

Lane Connections. Roll the Space Lane Die to determine the 

length of the new Space Lane. You may place a new Space Lane 

on the map when moving at Impulse Speed or Exiting Warp. 

The Federation player.rolls a “4” 

On the Space Lane Die and 

connects a four Sector Space Lane 

to the System they're leauing. 

Place the new Space Lane connected to the System you're 

leaving and move the Ship into the new Space Lane. The new 

Space Lane may be placed anywhere on the outside edge of 

the System, as long as there is room for it. 

ABANDONED SPACE LANES 

If a Soace Lane contains no Ships and is only connected to one 

System, remove the Space Lane. For example, this can happen 

when a Ship enters a Space Lane but leaves before a System 

is placed at the other end or if a Ship in a disconnected Space 

Lane is destroyed. Ships at Warp do not count as being on the 

board: if all the Ships in an open-ended Space Lane are at Warp, 

remove the Space Lane and point the Ships’ Warp Token at the 

connected System. 

|
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PLACING NEW SYSTEM DISCS 
When moving at Impulse or Exiting Warp, you may move 

beyond the unconnected end of an Space Lane and place a 

new System Disc. 

To place a new System on the table, draw a new System Disc 

and place it face up on the table, connected to the Space Lane 

that contains your Ship. Move your Ship into the new System. 

Moving into a newly placed System always ends your 

Movement. New placed Systems may not touch or overlap 

existing Space Lanes or System Discs. 

lf the new System is Hazardous, you'll have to Brave the Hazard 

first. For details on Hazardous Systems, see page 12. 

The Federation Ship starts in theeniddle 

of the Space Lane and Discouers a new 

System mouing at Impulse. 

PLACING NEW SYSTEM DISCS AT WARP 

When a Ship Exits Warp, it can travel through a number of 

Systems. As part of this Movement, the Ship can place new 

Space Lanes and Systems. Moving into a newly placed System 

always ends a Ship’s Movement. 

en ee 
a, 

= 
= ea 

with 2 Warp Tokens, the Federation 

Ship Warps through an System, 

then places a new Space Lane, then 

anew System. 

FIXED US. FLOATING SYSTEMS 
As you head into unexplored space, uncertainty abounds. 

The best course to reach one Star System isn’t determined 

immediately upon discovering it. In Star Trek: Ascendancy, 

System Discs are usually not fixed in place on the board when 

they are first placed. 

A System Disc is Fixed when it is connected to two other 

Systems. Fixed System Discs cannot be moved. 

When a System Disc is only connected to one other System, it’s 

“Floating”. On your turn, you may swing any Floating System 

as long as it remains connected to the System to which it’s 

connected. You may want to swing a Floating System to make 

room for a new System or to make a Connection between 

Systems. 

The green Floating Systems may be swung 

in an arc around 

the System 

to which it’s 4 

attached. 

ul 

The red Fixed X 

Systems may not 

be moued. 

wr 

When swinging a Floating System, you may not pick it up off 

the board, it can only swing around the single System to which 

it’s connected. As soon as a System is connected to two other 

Systems, it is Fixed in place and can no longer be moved. 

DESTROYED SYSTEMS 
Through cataclysm or conflict, a whole System may be 

destroyed. If there are any empty Space Lanes connected to the 

destroyed System, remove those as well. 

vy ews
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MAKING CONNECTIONS 
When youre leaving a Floating System, you can also move 

another Floating System to try to make a connection between 

the two with a new Space Lane. 

When you leave the Floating System, roll the Space Lane dice to 

see what length Space Lane you're placing. If that Soace Lane 

is long enough to bridge the gap between the two Floating 

Systems, you can connect the two Systems with the new Space 

Lane and continue your Movement. 

Both green Systems and 

the Space Lanes to 

which they're attached 

are Floating Systems. 

When leauing a Floating 

System, you may also 

swing other Floating 

Systems in place 

to make a connection. 

If the new Space Lane isn’t long enough to make the 

connection you want and the Ship is moving at Warp, you can 

either stop in the new Space Lane or continue on to discover 

a new System at the end of the new Space Lane. If the Ship is 

attempting to make a Connection at Impulse and isn’t able to, 

it can reverse course and use it’s second sector of Movement to 

go back to the System where it started, abandoning the Lane. 

ADDITIONAL MAP RULES 
There are a few additional rules to keep in mind as you're 

playing and building your Galaxy: 

A Space Lanes can not cross each other. 

A System Discs can not touch each other. 

A Home Systems are always considered Fixed in place. 

A You may use a Space Lane to test if a connection is 

possible before committing to Moving. 

A A System is only considered Floating if it is 

connected to a Fixed System. 

DISCOVERING PHENOMENON 
Not all Systems contain 

habitable planets; there is a 

wide variety of Interstellar 

Phenomena that deserve 

further study. Science is 

dangerous: Phenomena are 

Hazardous to study and explore. 

PULSAR 
“ PHENOMENON 

When the System Disc you 

Discover isa Phenomenon, 

place one Research Token —i 
Phenomena picture a 

trom the Supply on the Research Token and are 
Phenomenon. Hazardous. 

As with Discovering any Hazardous System, all Ships in the 

System must Brave the Hazard. If at least one Ship survives, 

take the Research Token from the Phenomenon. You may place 

this Research on one of your Projects or in your Reserves. If all 

the Ships are destroyed, the Research Token remains on the 

Phenomenon. Do not draw an Exploration Card when you 

Discover a Phenomenon. 

The Research 

Token may be 

placed in your 

) Reserues or on 

\. a Project. 
Vad eel \ 

PULSAR 
a PHENOMENON 

oy 
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FURTHER STUDY 

During the Recharge Stage, a Research Token will be placed 

on each Phenomenon that doesn't already have one. The first 

player each Round to successfully Brave the Phenomenon’s 

Hazard takes the Research Token. This Research Token may be 

placed on a Project or added to your Reserves. 

Note: If one of your Ships starts your turn ona 

Phenomenon, you may spend a Command to Brave the 

Hazard without actually Moving. 
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DISCOUERING PLHNE TARY 

A ~ SYSTEMS 
Most Systems are Planetary 

Systems, containing potentially 

habitable worlds. 

Planetary Systems feature the 

most prominent planet along 

with what type of Nodes can be 

built in the System. 
F | RE) N 

Planetary Systems 

feature a named Planet 

with sites to place ~ 

Resource Nodes. 

lf the System you Discover is a 

Hazardous Planetary System, 

all the Ships must Brave the 

Hazard. 

f your Ships do not survive entry into a new Hazardous 

Planetary System, place an Exploration Card face down on the 
System. The first player to Brave the Hazard must resolve the 
card. 

If any of your Ships do survive entry into a new Hazardous 

Planetary System or the Discovered System is not Hazardous, 

draw an Exploration Card and resolve the effects. 

Do not draw an Exploration Card when you Discover a 

Phenomenon. 

Nae 5 

ewe v 
Kirk and Spock Discover a Strange Alien Portal 

EXPLORATION CHROS 
There are four types of Exploration | 

Cards. Most Exploration Cards Kon i 

are resolved immediately. Some li a 
Remain in Play: set them face up on r xPLonaioN 
the System until they are resolved. im , 
Once the System is Colonized, 

discard the card. 

CRISIS 

Crisis Cards present some sort of 

problem or difficulty. Some Crisis 

Card will force the Ships to Brave a 

Hazard. 

\\ Spanning more than \ 
“\\ half a dozen light 
® \\ years, neutronic 

| storms travel at warp 

4 | speed, leaving a swath 

| of radiolytic isotopes. 

You may either Exhaust a Command and place all 
Ships in this System at Warp or all Ships in the 

| 
I 

| 

System must Brave the Level 4 Hazard. / 

: is / 

DISCOUERY 

In additional to Crises, new worlds 

hold the promise of never before 

seen wonders, technological 

revelations and contact with new 

species. 

\ The Tamarians speak 
solely in metaphor. 
\ Dealing with them is 

(| | exceedingly difficult, 
requires patience and 
trial and error. 

a 

~ REMAINS IN PLAY: To Colonize this Syste Systern ‘olla die 
and add your Ascendancy: if the total is 4 or more, 
you may Colonize for free. Otherwise, youmay not_ | 7 

UIRGIN WORLDS 

A number of the cards in the 

Exploration Deck are “Virgin” 

Worlds: planets which are perfectly 

suitable for habitation but devoid 

of sentient life that needs to be 

accommodated or conquered. 

You discover an untouched planet, 
perfect for colonization. 

CIVILIZATION 

- Some Systems you'll Discover 

"ioe | are already inhabited. These 
Shields —//\ 
Modifier Independent Civilizations range 

= fee from primitive, Pre-Warp societies 

Cultures. When you draw a 

“Civilization” Exploration Card, the 
card will direct you to either place Production Tokens on the 

System, marking it as a Pre-Warp Civilization, or Warp Tokens, 

marking it as an Warp-Capable Civilization. 

Hegemony HN 
‘ Resistance |waRP
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PRE-WARP CINILIZATIONS 

Pre-Warp Civilizations have not yet achieved faster than light 

Space travel. These worlds have not developed any technology 

or infrastructure that’s usable by more advanced cultures. 

~ \\. With little AW 
cho * 2 \ technology of ~ 

\\ \ their own, the | 7x9 
Mintakans ‘oo? 

of 

" %, 

AD ' pagie;capable 

Species as gods, \"—" 

Place 3 Production Tokens on System, marking it as 
inhabited by a Pre-Warp, Independent Civilization. 
The first player to Colonize the System claims the 
tokens. 

. 

The first player to Colonize Ualakis UW will claim the 

bonus Production Tokens: 

Pre-Warp Civilization cards will direct you to place a number of 

Resource Tokens on the System, representing the System’s raw 

materials and a population ripe for exploitation. The first player 

to Colonize the System takes the Resource Tokens from the 

System. 

WARP-CAPABLE CINILIZATIONS 

Each Warp-Capable Civilization card directs you to place a 

number of Warp Tokens on the System equal to the level of the 

Civilization, marking it as an Warp-Capable Civilization. 

Each Warp-Capable Civilization card will also direct you to 

Develop a number of Nodes in the System. When developing 

the Resource Nodes of an Warp-Capable Civilization, 

develop any Production Capacity first, then Research 

Capacity, and finally any Culture Capacity, up to the number 

of Nodes the Card instructs you to develop. 

DEVELOPMENT PRIORITY ORDER 

PRODUCTION RESEARCH CULTURE 

|! 2 ND 

INDEPENDENT CIVILIZATION EXAMPLES 

The following are a couple examples of Discovering Warp- 

Capable, Independent Civilizations. 

Warp-Capable: Level Two 

Shields \ 

Modifier WARP 

Hegemony [x 

. Resistance ware 

TERRA NOVA 

Develop up to 2 Resource Nodes, in Priority order. } 

* Place 2 Warp Tokens on System, marking it asa | 

Warp-Capable, Independent Civilization. 

The Romulans discover a Level 2 Warp-Capable Civilization on 

Terra Nova, which has a Capacity for 1 Production, 1 Research and 

1 Culture. The Civilization card directs you to develop 2 Nodes. The 

Production Capacity is developed first: one Production Node. Next 

the Research Capacity is developed: one Research Node. 

Warp-Capable: Level Three | 

— Weapons hK 

ARDANA ~ >, = 7 i Hit Roll ware 

~j } .-——— * “ak Shields /M 
- : = Modifier —_ wane 

# ~ 4 . } . - A L ce 

Hegemony iN 
|WwAR 

Develop up to 3 Resource Nodes, in Priority order. | 

Place 3 Warp Tokens on System, marking it as a / 
Warp-Capable, Independent Civilization. : 

The Federation player discovers a Level 3 Warp-Capable 

Civilization on Ardana. Ardana has 1 Production, 1 Research and 

1 Open Capacity. It’s possible to develop 2 Production Nodes, since 

Ardana has both a Production and an Open site. The Production 

Capacity is developed first, then a Research Node is placed as the 

third Node. 

TAKING CONTROL OF WARP-CAPABLE 

CIVILIZATIONS 
Warp-Capable Civilizations have discovered sufficient 

technology and built up their planet's infrastructure such 

that Colonization is no longer an option. Taking Control of 

a System that’s inhabited by an Warp-Capable Civilization is 

more difficult than simply Colonizing a System with a Pre-Warp 

Culture. Whenever there are Developed Structures on a planet, 

Hegemony or Invasion are your only options for taking Control. 
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© SPACE BATTLES 
You can Exhaust a Command 

to Initiate a Space Battle with 
rival Ships in a single Adjacent 

Sector, or in a single Sector in 

which you both have Ships. 
Each Space Battle consists of a 

number of Rounds of Combat 

in which both players roll to 

Score Hits, take Casualties, 

then decide whether to Retreat or keep fighting. The player 

who Initiates the Battle is the Attacker. 

The Klingons Fleet in 

position to Initiate a 

/ Space Battle. 

BATTLES IN THE SHME SECTOR 

Normally Space Battles take place between Adjacent Sectors, 

but can take place between rivals in the same Sector. For 

example, this can happen if two Civilizations had a Trade 

Agreement which was broken, a Cloaking Device was used or a 

player built Ships in a System Occupied by a rival. 

SCORING HITS 
Your current Weapons Level determines your “Hit Roll”. To Score 

a Hit, you need to roll equal to or higher than your Hit Roll. Your 

opponent's Shield Modifier is added to your Hit Roll, making it 

more difficult to hit. 

Both players roll a number of dice equal to the number of Ships 

they have involved in the Combat. All dice have a chance to 

Score a Hit and destroy a rival Ship. 

= q 

\ UPGRADE | 
| Nos cost / / 

/ 

SHIELD 

MODIFIER 

The Klingon player has upgraded their Weapons 

twice, so now has a Hit Roll of 3+. 

The Romulans have upgraded their Shield once, so 

haue a Shields Modifier of 1. 

The Klingons will need to roll 4s or better to Hit. 

BATTLE GROUP 
This fleet may re-roll To Hit rolls of 

in 5pace Battles. 

The Romulan and Klingon Ships each 
{a ; 

roll anumbBer of dice equal to how many 

Ships they have in the Combat. 

Above, a Fleet of 5 Klingon Ships have attacked the Romulans (as 

they do). The Klingons have upgraded their Weapons twice, so 

they need to roll 3 or better to Hit. The Romulans have upgraded 

their Shields once, giving them a Shield Modifier of 1, so the 

Klingons have a Hit Roll of 4+. The Klingons roll 5 dice: any rolls of 

4, 5or6scorea Hit. 

The Romulans haven't upgraded their Weapons nor have the 

Klingons upgraded their Shields, so the Romulans need a 5 or 

better to Score a Hit, since the Klingons Shield Modifier is 0 and the 

Romulan’s Hit Roll is 5+. 

TAKING CASUALTIES 
Every Hit destroys a rival Ship. Both players Roll to Hit and then 

Take Casualties simultaneously. If there is a choice of where 

casualties are going to be taken, the player who inflicted the 

Hits chooses how to allocate the Hits. 

For example, if you score 4 Hits against a rival who has 5 Ships in 

q Fleet and 2 Individual Ships, you may allocate all the Hits to the 

Fleet. 

STARBASE SUPPORT IN SPACE BATTLES 

Starbases provide support for your Ships in Space Battles. When 

you have Ships in Orbit of a System you Control with a Starbase, 

roll an additional die to Hit. Starbases cannot fight on their own. 

ATTACKING FROM MULTIPLE SECTORS 

If you have Ships ‘“ 
in more than one 

Adjacent Sector, you 

may use a Command 
to have all the Ships in 
Adjacent Sectors join 

in the attack. 

The Klingon 7 

player may Pa 

Exhaust one ~9 

Command to 

haue all their 

Ships attack. 



RETREATING FROM COMBAT COMBAT CONTINUES 
After Taking Casualties, each player assesses the state of their If none of the players involved choose to Retreat (or are 

Ships. Starting with the Attacker, players decide whether or not unable to Retreat), another Round of Combat begins. Without 

to Retreat. Exhausting any additional Commands, continue to fight 

additional Rounds of Combat until either the Attacker or Retreats are made at Impulse Speed. Retreats must be made he 
Defender Retreats or a player has no more Ships remaining. through existing Space Lanes; you may not place new Space 

Lanes with a Retreat Move. When you Retreat, all your Ships 

must Move and end their Retreat in the same Sector. FIRST STRIKE 

Some Advancements give Ships or Nodes “First Strike” In the 

first Round of a Combat, when your Ships have First Strike, your 

opponent must Take Casualties before rolling to Hit with their 

Ships. First Strike is only used in the initial Round of a Combat. 

First Strike does not grant an extra Attack before Combat 

begins, it forces your opponent to Take Casualties before firing 

back, in the first Round of Combat. If both sides have First 

Strike, neither may use it. 

For example, 6 Romulan Ships with First Strike attack 4 Federation 

Ships. The Romulans score 2 Hits, destroying 2 Federation Ships. 

The remaining 2 Federation Ships score a hit. In the second round 

of Combat, the remaining 5 Romulan Ships and 2 Federation Ships 

will roll to Hit and Take Casualties simultaneously, as normal. 

The Romulans Retreat downa 

connected Space Lane. The Klingon 

Fleet has Won the Space Battle and 

may Moue in and Occupy the System. 

WINNING A SPACE BATTLE 
The player who destroys all their rival’s Ships or forces them into 

BLOCKED RETREATS © | | Retreat wins the Space Battle. The winning player may make 
Ships unable to Move because rival Ships are blocking the a Tactical Maneuver with some, or all, of their Ships after the 
Space Lanes may not Retreat. Space Battle is over. Tactical Maneuvers are a Move made at 

Impulse Speed and do not Exhaust a Command. All the winner’s 

Ships which move must use existing Space Lanes and end up in 

the same Sector. 

BATTLES WITH MORE THAN TWO PLAYERS 

There will only ever be one Attacker, but it’s possible for there 

to be more than one Defender. In Space Battles with more than 

two Defenders, the Attacker must decide how they are dividing 

their dice between the Defenders before Rolling to Hit. All the 

Defenders’ Hits are directed to the Attacker. 

Klingon Ships block all the The Defenders choose separately whether or not to Retreat 

existing Space Lanes, so after each Round of Combat. The Battle is over when all 
the Federation Ships are the Defenders are eliminated or routed, or the Attacker is 
unable to Retreat. eliminated or routed. 
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PLANETARY INVASION 
When your Ships Occupy a Developed System you do not 

Control, you may use a Command to Invade the Planet. If there 

are any rival Ships in the System, you must Attack the Ships ina 

Space Battle first before Invading the System. If the Invasion is 

successful, you will take Control of the System. 

Each Planetary Invasion consists of a number of Rounds of 

Combat in which both players roll to Score Hits, take Casualties, 

then decide whether to Surrender, Retreat or keep fighting. 

Note: Invasions are a one-way affair: you may not use a 
Command to have your Nodes initiate an Attack against 

Ships Occupying their System. 

SCORING HITS 
The Attacker rolls a number of dice equal to the number of 

Ships they have in the System. The Defender rolls a number 

of dice equal to the number of Nodes they have built on the 

planet, including the Control Node. Every dice rolled has a 

chance to Score a Hit. Starbases do not fight in Planetary 

Invasions, only in Space Battles. 

The Klingons 

haue four — a ~<ko, 
~ IN, 

=) 

4 r A 

: 7-4 

The Federation ™ 

, rolls three dice, one 

per Structure on 

the Planet 

Ships and roll 

four dice, one 

per Ship 

As in Space Battles, both players’ current Weapons Levels 

determines their “Hit Roll” To Score a Hit, you need to roll 

equal to or higher than your Hit Roll. Each player adds their 
opponent's Shield Modifier to their Hit Roll, making it more 

difficult to Hit. 

TAKING CASUALTIES 
Every Hit scored by the Defender’s Nodes destroys one of the 

Attacker’s Ships. 

In a Planetary Invasion, the goal of the Attacker is to take 

Control of the Planet, ideally with minimal damage done to the 

Planet's Infrastructure. Hits by the Attacker don’t necessarily 

destroy Nodes. The number of Hits Scored by the Attacker 

determines the results of the Planetary Invasion. 

INVASION RESULTS 
Depending on how many Hits the Attacker scores, there are a 

few possible results: 

SUCCESSFUL INUASION 

If the Attacker scores more Hits than the Defender has Nodes, 

the Attacker has invaded with overwhelming force and has 

taken Control of the System and won the Combat. Place the 

Attacker’s Control Node on the System, replacing the existing 

Control Node if the planet was Controlled by a rival. The 

Attacker must still take any Casualties caused by the Defender. 

For example, in the illustration to the left, the Klingons would need 

to hit with all four of their attacks to seize Control of the Federation 

System without destroying any of the Nodes on the planet. 

COLLATERAL DAMAGE 

lf the Attacker scores fewer Hits than the Defender has Nodes, 

the Attacker must choose a number of Resource Nodes to 

destroy equal to the number of Hits Scored. The Control Node is 

not destroyed. Another Round of Combat is then fought, unless 

the Attacker chooses to Retreat or the Defender chooses to 

Surrender. 

For Example, if the Klingons to the left only scored a Single Hit, they 

could choose to destroy either the Culture Node or the Research 

Node. If they scored two Hits, they would have to destroy both 

Resource Nodes, leaving only the Federation Control Node. 

TOTAL ANNIHILATION 

If the Attacker scores a number of Hits equal to the number of 

Nodes in the System, including the Control Node, the surface 

has been completely razed in the Invasion. Destroy all the 

Nodes on the planet, including the Control Node. The Invasion 

is over: the System will need to be Colonized anew in a future 

turn. Neither the Attacker or Defender has won the Combat. 

Note: Even if all the Attacker’s Ships are Destroyed, the 

Results of the Invasion are the same, i.e. all the Attacker’s 

Ships could be destroyed and still have a Successful 

Invasion.



REPELLED INVASIONS 
lf the Defender’s Control Node survives and all the Attacker’s 

Ships are destroyed, the Invasion is over and the Defender 

retains Control of the System. 

After a Round of Combat, the Attacker may choose to Retreat, 

ending the Invasion. When Retreating, the Attacker may make 

an Impulse Speed Retreat Movement. 

SURRENDER IN INVASIONS 
In Planetary Invasions, the Defender cannot Retreat but 

they may Surrender. The Defender may choose to Surrender 

immediately, even before the first Round of Combat. If the 

Defender Surrenders, the Attacker immediately gains Control of 

the Sector and the Invasion is over. 

COMBAT CONTINUES 
lf the Invasion was not Successful or Repelled, another Round of 

Combat begins. Without spending any additional Commands, 

continue to fight additional Rounds of Combat until either the 

Attacker Retreats, the Defender Surrenders or the Invasion is 

resolved. 

CAPTURING RESEARCH NODES 
When you take Control of a rival’s intact Research Node, the 
player whose Research Node was captured must choose one 

of their Active Projects and give it to you. Any Research on the 

card is discarded. lf you capture more than one Research Node, 

they must give you a Project per Node captured. If the Research 

Node is destroyed, nothing is captured. If the Invaded player 

does not have any Active Projects, then no Project is seized. 

Place captured Projects in your Project Area. 

CAPTURING STARBASES 
Starbases are too valuable to destroy. Once a Starbase is placed 

ona System it remains there for the rest of the game. When 
Control of a System changes hands, Control of the Starbase 

does too. When you take Control of a Starbase from a rival, 

take one of their Command Tokens. Place this token with your 

other Command Tokens, face down; it may not be used this 

turn. When a Starbase is captured, only the new owner's Special 

Rules which affect Starbases apply. 

With a Total Annihilation result, the Defender has lost Control 

of the Starbase and loses a Command, but the Attacker does 

not Control it. The first player to take Control of an Uncontrolled 

Starbase gains a Command. 

INVADING UNCONTROLLED 
SYSTEMS 
Some planets may be Developed but Uncontrolled. You may 

Invade Uncontrolled Planets normally. Uncontrolled Planets 

do not have a Control Node to fight. Uncontrolled Planets’ 

Resource Nodes each add one dice, as normal. The player to 

the right of the Attacker rolls the uncontrolled System's Attacks. 

Warp-Capable Civilizations’ Weapons Hit Rolls are modified by 

your Shield Modifier normally. 

CIVILIZATION TECH LEVELS 

Some “Civilization” Exploration Cards will direct you to place a 

number of Warp Tokens on the System, along with Developing 

Nodes on the System. The number of Warp Tokens corresponds 

to the Level of that Civilization. The higher the Level of the 

Civilization, the better their Weapons and Shields. 

HEGEMONY 

RESISTANCE 

CIVILIZATION WEAPONS \ SHIELDS \ 
\ MODIFIER | LEVEL HIT ROLL | 

LEVEL 5+ 

LEVEL io» 
THREE 3 ay | 

When a player takes Control of a System with an Warp-Capable 

Civilization, discard the Warp Tokens. 

Note: Rather than keeping the Civilization Card on the 

table, you can calculate the Independents’ Hit Roll by 

subtracting the number of Tokens from 6. E.g.,. A Level 

Two Civilization is a 4+ to Hit (6-2=4). The number of Warp 

Tokens are equal to their Shield Modifier and is their base 

Hegemony Resistance. Their Hegemony Resistance is also 

increased by the number of Nodes on the System.
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© CULTURAL HEGEMONY 
When your Ships Occupy a Developed Sector you don’t Control, 

you may attempt to Culturally take over the System through 

Hegemony. How resistant a System is to Hegemony depends on 

how developed its infrastructure is and its culture’s Ascendancy. 

lt normally requires spending at least two Culture Tokens 

to take Control of a System via Hegemony: one to make the 

attempt and another to take Control, if the attempt was 

successful. 

The Hegemony Resistance of a System is equal to the number 

of Structures in the System plus the Ascendancy of the player 

who Controls it. Starbases and Nodes count as Structures and 

each add 1 to a System’s Hegemony Resistance. 

To attempt Cultural Hegemony, Exhaust a Command and spend 

a Culture. Next, roll a die and add your current Ascendancy. If 
the total is higher than the Hegemony Resistance of the System, 
you may pay an additional Culture Token to take Control of the 

System: place your Control Node on the System. 

the total b=. the 

Romulans Ascendancy 

+ die is higher than the 

System's Structures 

+ AScendancy, so the 

Romulans take Control 

of the System. 

| Control of the System. 

++. + allie, = 

Example: The Romulans (at Ascendancy 2) Occupy a Klingon 

System. The System’s 3 Nodes (2 Resource Nodes and the Control 
Node) and the Klingons Ascendancy of 1 gives the System a 

Hegemony Resistance of 4. The Romulans use a Command and 

spend a Culture to Attempt Hegemony. They roll a 3 and add 

their Ascendancy, getting a total of 5, overcoming the System's 

Resistance, so they spend another Culture and take Control! 

; 

The Romulans 

—.then pay another 

~ Culture to take 

oy HEGEMONY 
RESISTANCE 

Tip: You can alternately think of your Ascendancy as reducing a 

System's Resistance, i.e. above, the Romulan’s Ascendancy of 2 

reduces the Klingon Resistance from 5 to 3, so the Romulans need 

to roll higher than a 3 to take Control of the System. 

HEGEMONY OF WARP-CAPABLE 

pteeg ie Meike 
When you Discover a Level 1, 2 or — Weapons —/A\” 
3 Warp-Capable Civilization, the iN 

Exploration Card will direct you 

to develop some of that System's § 

Capacity and place a number of 

Warp Tokens on the System. 

Shields 

Modifier 

Hegemony  / 
) Resistance ee 

Develop up to 3 Resource Nodes, in Priority Order. | 
Place 3 Warp Tokens on System, marking it as a 

Warp-Capable, Independent Civilization. 

CIVILIZATION 

The Warp Tokens on an Independent, Warp-Capable System 

is added to the System's Hegemony Resistance. Independent 

Civilizations won't have Control Nodes; the Hegemony 

Resistance of the System is the number of Developed Resource 

Nodes plus the number of Warp Tokens on the System. 

The Hegemony Resistance of Developed, uncontrolled 

Systems is equal to the number of Nodes plus the 

number of Warp Tokens on the System. 
\ 

~ppAeaane 

wake ALD | 3 y- 

For RT the Romulans now are going to attempt Hegemony 

of a Level 3 Warp-Capable Civilization. The System has 3 

Developed Nodes, plus the 3 Warp Tokens, giving the System a 

total Hegemony Resistance of 6. The Romulans will need to get a 

total of 7 on their Hegemony attempt: With an Ascendancy of 2, 

they'll need to roll a 5 or better to succeed. 

Warp-Capable: Level Three 

HEGEMONY 

RESISTANCE 

You may not Hegemony Pre-Warp inhabited Systems, they 

must be Colonized during your Building Phase. 

Note: Even if your Ascendancy is high enough relative 

to the System’s Resistance that Hegemony is going to be 

automatically successful, you still need to pay a total of 2 

Culture: 1 for the attempt and 1 to actually take Control. 

SEIZING STARBASES AND RESEARCH NODES 

As in a Planetary Invasion, when you take Control of a System 

that contains a Starbase you gain a Command. Likewise, if you 

take Control of a rival’s System with a Research Node, you take 

one of their Projects. For details, see page 20.



COMMISSION FLEETS & STARBASES 
Starbases allow you to build Ships away from your Home 

System. Grouping Starships into a Fleet allows you to move 
much more efficiently and may benefit from Fleet special rules. 

COMMISSION A STARBASE 
Commissioning a Starbase is a major 

endeavor, not to be taken lightly. To 

Commission a Starbase, Exhaust a 
Command and place a Starbase Token 

next to a System you Control. There is no 

Resource cost to Commission a Starbase, but you may only 
place three of them over the course of the entire game. You 

may only Commission one Starbase per Ascendancy Level 

you've achieved. You may Control more than this, if you have 
taken Starbases from rivals. Once placed, Starbases are not 

moved, discarded or destroyed. 

Each Starbase you Control increases your number of 
Commands by one. The additional Command starts Exhausted; 

you may not use it this turn. 

FORMING A FLEET 

To group Ships into a Fleet, the Ships must be in your Home 
System or at one of your Starbases. Only these Systems have 

the facilities necessary to equip and retrofit Starships for 

specialized Fleet configurations. Exhaust a Command, take the 
Ships off the board and place them on one of your three Fleet 

Cards. Then place the appropriate Fleet Marker on the board, in 

the same System. 

The Federation 

Commissions a 

Fleet and moues 

4 Ships from the 

board to a Fleet 

The raft Fleet 
Marker Lreplaces the 

Ships on the board. 

FLEET TYPE & STRENGTH 

Each Civilization has three different Fleet Cards, each of which 

is double sided. The different sides of Fleet Cards have different 

Special Rules and allow for different numbers of Ships. When 

you Commission a Fleet, you must choose which side you're 

using. To use a different side of a Fleet Card, you must Disband 

the Fleet and re-Commission it at your Home System or 

Starbase. 

NUMBER OF FLEETS 

The number of Fleets you can form is limited by your 

Ascendancy. You cannot have more Fleets in play than you 

have Ascendancy Tokens. You may form them in any order, 

i.e. you may Commission your Fleet #3 when you only have 1 

Ascendancy Token. 

ADDING & REMOVING SHIPS FROM FLEETS 

You may add or remove Ships from Fleets before or after a 

Movement Command. You cannot add or remove Ships from 

a Fleet mid-movement. You do not have to be in your Home 

System or at a Starbase to add or remove Ships from a Fleet. 

SON'A PRIME _# SONA PRIME __ 

Two separate Klingon Ships 

join the Klingon Fleet. 

DISBANDING A FLEET 

At any time on your turn, including your Building Phase, you 

may choose to Disband a Fleet by taking the Ships off the Fleet 

Card and putting them back on the board, in the same Sector. 

If a Fleet ever contains fewer than three Ships it is immediately 

Disbanded. It does not take a Command to Disband a Fleet. 

FLEETS IN SPACE BATTLES 

When rolling to Hit with both a Fleet and individual Ships, roll 

the dice for the Fleet separately if the Fleet has a Special Rule 

that affects their Attacks.
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2 LAUNCH PROJECTS ED = SUTILIZE SPECIAL RULES 
On your turn, you may Exhaust a Command to draw two Cards 

from your Advancement Deck and add them to your Project 

Area. The number of Research Nodes you currently Control 

is the maximum number of Active Projects you may have. 

SEFENSE GRID 
' In Planet ary Invasions, » 
j| Your Nodes have First 
| Strike. 
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The Romulans use a Command to Launch new Projects, 

drawing 2 new Cards. They Control 3 Research Noges, 

so can have 3 Projects. With 2 current Projects, they 

need to discard one Active Project or one new Cara. 

You may Launch Projects even if doing so would put you over 

your maximum number of Projects. Any time you have more 

Projects in your Project Area than you Control Research 

Nodes, you must discard a number of Projects until you’re 
back down to your maximum number of Projects allowed. 
You may discard Projects that were already in your Project Area 

or newly drawn Projects. 

Place any discarded cards on the bottom of your Advancement 

deck and return any Research Tokens on the discarded Projects 

to the Supply. Do not shuffle your Advancement deck. 

Note: You may sometimes take an Advancement Card from 

another player. If you discard an Advancement Card that 

came from another player’s Advancement Deck, it goes 

back to the bottom of their deck. 

Some Special Rules on Advancements or Command Consoles 

may require you to Exhaust a Command to use the Rule. Special 

Rules requiring the use of aCommand may be used multiple 

times per turn. Unless they say otherwise, Special Rules may 

only be used on your turn. 

Some cards’ Special Rules will instruct you to “Exhaust” the 

card itself. To Exhaust a card, flip the card face down. Abilities 
that require you to Exhaust the card can only be used once per 
Game Round. Exhausted cards are Refreshed at the end of each 
Game Round, during the Recharge Stage. 

ty ss 
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B RECHARGE STAGE ED 
At the end of each Game Round, there is a Recharge Stage in 
which players’ Resource Nodes Generate Resources and some 
basic game maintenance takes place. 

UIC TORY CHECK 
At the very beginning of the Recharge Stage, if anyone has 

achieved an Ascendancy or Supremacy Victory, they have won 

the game. For details on Winning the Game, see page 4. 

EXTERMINATION 

If a player has no Starships and Controls no Systems, their 
Civilization has been exterminated and that player is eliminated 

from the game. 

RESOURCE GENERATION 
Each player takes a Resource for each Resource Node 

they Control. Each Node produces 1 Resource of its type: 

Production Nodes Generate Production, Research Nodes 

Generate Research and Culture Nodes Generate Culture. Some 

Advancements may also Generate Resources 

RESOURCES 

GENERATED: 

PROOUCTION 

TRADE PROFITS 

Each Trade Agreement has 
a number of Resources 

pictured on it. During 

Resource Generation, players 

take the Resources pictured 

on the Trade Agreements 

they have received. 

Tip: Letting the player 

who's in the lead continue 

to hold your Trade Agreements 

may allow them to widen their lead! 

: 2 = as a Ee tte om elie on ne 

Lithium Cracking Station 

For example, the Klingon player currently holds a Federation 1 

Production Agreement and a Romulan 2 Production Agreement. 

They still hold their own 3 Production Agreement. During Resource 

Generation, the Klingon player doesn’t get anything from their 

own Trade Agreement (you can't trade with yourself) and gets a 

total of 3 Production from the rival Trade Agreements. 

Remember, your Trade Agreements don't do you any good: only 

Trade Agreements from other players Generate Resources. 

EXHAUSTED TRADE AGREEMENTS 

Sometimes a Trade Agreement may become Exhausted. You do 

not receive any Resources from Exhausted Trade Agreements 

during Resource Generation. Exhausted Trade Agreements may 

not be revoked or exchanged until they are Refreshed during 

Maintenance. 

Note: The Romulan’s “Suspicious” Special Rule requires 

them to Exhaust all Trade Agreements when they receive 

one. This forces them to wait a turn until they benefit from 

the Agreement. 

RESOURCES FROM ADUANCEMENTS 

Some Advancements generate Resources. 

These cards will not picture the Resources 

being generated, since they often vary 

from turn to turn. For example, in the 

card to the left, the Federation player 
gets a Research Token for each Starbase 

they control. When they Commission or 

take Control of a new Starbase, they'll 
receive more Research at during Resource 

Generation. 

— ORBITAL 
—) LABORATORIES 
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During Resource 

Generation, take 

1 Research for 

each Starbase you 
Control. 
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A 
MAINTENANCE 
After all players have finished Generating Resources, there are a 

few things to do before starting the next Game Round. 

REFRESH CARDS & COMMAND TOKENS 

As part of Maintenance, Refresh all Cards and Command 

Tokens, so they’re ready to be used again the following turn. 

Each player should have 5 Commands, plus one per Starbase, 

plus any additional Commands from Advancements. 

REFRESH TRADE AGREEMENTS 

Normally, Trade Agreements are face-up when you receive 

them and stay that way. However, they may sometimes become 

Exhausted. During Maintenance, Refresh any Exhausted Trade 

Agreements. 

ADD WARP TOKENS TO SHIPS AT WARP 

During Maintenance, add an AN 

additional Warp Token to any 

Ship currently traveling at Warp. 

Tip: While you can spend 

Command Tokens during your . 

turn to add Warp Tokens to Ships, F@bER- AWE: 
if you are patient, you'll get them FaubLiat 

for free. each Ship at Warp 

ADD RESEARCH TOKENS TO PHENOMENA 

During Maintenance, 

add a Research 

Token to any 

Phenomena that 

doesn't already have 

one. If a Phenomena 

already has a 

Research Token on 

it, don’t add an 

additional token. 

The first player Place a Research Token on 
to Brave the a Phenomenon when it is TIE & 
Hazard each Game Discouered and during each — i i.) | 

if ~ ‘4 
, : . Round claims the Recharge Stage, only if it doesn't <a @ Pas 

ee from the already haue one. ‘We Klingons believe that Death isan experience 
enomenon. Rharec DG — V bestishared. Gorinander Wort 
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© OPTIONAL RULES | > 
The following includes a variety of optional rules you may use 

to make the game more challenging, faster or just different. 

You may use any, all or none of these in your games. Feel free to 

make up your own variations and house rules too! 

ACCELERATED RULES 
The following optional rules make the game play a little faster. 

These can be useful if you’re short on time. 

SIMULTANEOUS FIRST TURNS 

All players take their first turns simultaneously, building and 

spending their Commands at the same time. Players may not 

make Contact during this turn. If everyone agrees, you may also 

take your second turn simultaneously. 

EXTRA STARTING RESOURCES 

Each player starts with 8 Production, 6 Research and 4 Culture. 

STARTING PROJECT 

During the Game Set Up, each player starts with one Project 

in their Project Area. If you’re a new player, draw the Project 

randomly. If you’re more experienced, you can pick which 

Project you start with. 

STARTING ADVANCEMENTS 

During the Game Set Up, each player starts with one completed 

Advancement. Players can either draw the Advancement 

randomly or look through their Advancement Deck and choose 

which Advancement they’d like. 

RANDOM TURN OROER 
Instead of devoting Resources to choosing Turn Order Cards in 

the Initiative Stage of each Game Round, pass the Turn Order 

Cards out randomly each turn. 

WILD CULTURE 

Culture Tokens may also be used as either Production or 

Research Tokens. 

EASIER ASCENSION 
Ascendancy Tokens only cost 4 Culture Tokens instead of 5. 

“It is possible to commit no mistakes and still lose. That is not 

a weakness, thatis life.” -Captain Picard 

ADUANCED RULES 
When all the players are experienced Captains with a few 

games under their belt, try some of these optional rules for an 

extra challenge. 

MYSTERY TURN OROER 

Use twice as many Turn Order Cards as there are players. Each 

Game Round, shuffle the Turn Order Cards and set half of them 

aside. When it's each player’s turn to choose a Turn Order Card, 

they don't reveal their choice to their rivals until it’s their turn. 

RANOOM GALAXY 

Instead of separating the Phenomenons in Set Up, shuffle all 

the System Discs together. 

UNRESTRICTED TRADE ROUTES 

Rather than asking for permission to travel through Sectors of 

rivals with whom youre at peace, you may freely move through 

rival Ships with which you're at peace. Trade Agreements may 

only be revoked on your Turn. 

HUMBLE BEGINNINGS 

Each player starts with no Resources and no Ascendancy. 

FOCUSED RESEARCH 

When you use a Command to Launch a new Project, you may 

look through your Advancement Deck and choose one Project 

to Launch, instead of drawing 2 randomly. 

cb



8 SAMPLE FIRST TURN 
On your first turn, you start with three Ships in your Home 

System, ready to explore the Galaxy. Here’s what your first foray 

into the Galaxy might look like. In this example, Sally is playing 

as the Federation. The Special Rule“Random Galaxy” is being 

used, which shuffles the Phenomenons into the stack of System 

Discs in Set Up. 

BUILDING PHASE 
On Sally’s first turn, she has 3 Production, 3 Research and 3 

Culture. Since she hasn't Discovered any new Systems yet and 

Earth is fully Developed, there are not as many decisions to 

make as there will be in future turns. 

Sally decides to spend 1 Production to build an additional 
Ship. This still leaves 2 Production in her Reserves, enough to 

build some Resource Nodes on her next turn, if she finds an 
Undeveloped System she could Colonize. 

COMMAND PHASE 
In her Command Phase, Sally has five Commands. For her first 

Command, Sally Exhausts a Command to Launch New Projects. 

me fp STARFLEET 
: > ACADEMY 

When Braving a 

Hazard, your Ships 
have +1 Shield are successful 
Modifier. , 

taking Control of 

the System does not 
require spending an 
additional Culture. 

“Chance favors only 

the prepared mind.” 

-Louis Pasteur 
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Sally draws two Aduancement Cards. She can place 
one in her Project Area and must Discard the other, 

because she only Controls one Research Node. 

One key early decision is whether or not to Commission 

a Starbase on Earth. On one hand, it would increase her 

Commands by 1, which is very useful. On the other hand, Sally 

can already build Ships on her Home System, so some of the 

utility of a Starbase is lost when it’s on a Home System. For 

now, Sally waits to see what Systems she Discovers. 

c/ 

SECOND COMMAND 

With her second Command, 

she has a Ship Enter Warp. 

She moves one of her Ships 

off Earth and places a single 

Warp Token on the table, 

pointing back to Earth. 

ae A Warp Token 

earth, marks where 

, Jas the Ship 
2. \Entered Warp 

THIRD COMMAND 

With her third Command, she has the same Ship Exit Warp. With 

a single Warp Token, her Ship can Exit Warp up to 1 System 

away. Because there are no existing Space Lanes connected to 

Earth, she has to place a new Space Lane. Sally rolls the Space 

Lane Die and gets a 3. Her Ship travels to the end of the Space 

Lane, then she places a new System Disc at the end of the new 

Space Lane. 

The Ship Warps into a new 

Space Lane and anew 

System, Murasaki 312. 

The new System is Murasaki 312, a Phenomenon. Her Ship now 

has to Brave the Hazard. John, the player to her right, rolls a 

single die for her Ship. He rolls a 4, below the Phenomenon’s 

Level 5 Hazard, so her Ship is safe. 

Because Sally's Ship survived the Hazard, she takes the Research 

Token and places it on “Starfleet Diplomatic Corps’, committing 

it to her newly Launched Project. The Federation’s “Explore 
Strange New Worlds” rule mean she gets to add a bonus Culture 

to her Reserves, because she Discovered a Phenomenon. 

The Ship successfully Braues the 

Hazard, so Sally takes the ~ 

Research from the Nebula. . 

“EARTH > ~~ 

wy 
The Research Token can Resear’ 

be added to her Reserues 

or placed ona Project.



FOURTH AND FIFTH COMMANDS 

With Sally's fourth and fifth Commands, she has a second Ship 

Enter Warp and then has it Exit Warp into another new System. 

She again rolls the Space Lane << , 

Die, places a new Space Lane 

and then places a new System Hire! 
at the end of the new Space Sides A 

Lane. She finds a Planetary 

System that is not Hazardous, 

so Sally draws an Exploration 

Card. 

M\ Hegemony 
Resistance |war 

Develop up to 2 Resource Nodes, in Priority Order. | 

/ Place 2 Warp Tokens on System, marking it as a 
Warp-Capable, Independent Civilization 

The second System the Federation Oiscouersisa 

Planet inhabited by an Warp Capable Ciullization. 
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with two Warp Tokens, the new System already has a 

Production and a Research Node built. 

Delta IV has the two Research Sites and one Open Site. The Card 

directs Sally to develop 2 Nodes in Priority Order. Production 

comes first, so Sally places a Production Node on the Open Site. 

Research is next in Priority Build Order, so she places a Research 

Node as the second Node. If she’s able to take Control of the 

System later, Sally may want to spend the resources to built a 

Culture Node on that Open Site instead. 

The Federation's Special Rule 
means that Sally gets another 

NEW WORLDS bonus Culture for Discovering 
a Civilization! She now has 5 

Culture, enough Culture that 

she could Ascend, but decides 

to wait and use the Culture to 

attempt Hegemony of Delta IV on her next turn. To successfully 

Hegemony a System, she'll need at least two Culture. 

Take 1 Culture when you 
draw a “Civilization” 

Exploration Card or discover 
a new Phenomenon. 

She has used her last Command, so her turn is over. 

STRATEGY FOR NEXT TURN 
Finding a Phenomenon and an 

THE PRIME 
DIRECTIVE 

inhabited System means that 

Sally isn’t going to be able to 

build a Colony on her next turn. 

Developed Systems have to be 

taken with Invasion or Hegemony. 

BUT - the Federation's Prime Directive prohibits them from 

Invading Systems, so Sally will have to Attempt to Hegemony 

the Delta IV System on her next turn if she wants to gain 

Control of it. With two already built Nodes, she definitely does! 

Both the Resource Nodes and Research Tokens 

contribute to the System's Hegemony Resistance 

DELTA IV 

HEGEMONY 

RESISTANCE 

As shown above, with two 

Developed Nodes and two Warp 

Tokens, the Hegemony Resistance 

of the System is four. Sally has one 

Ascendancy and the Federation's 

starting Advancement gives her +1 

to Hegemony Attempts. When she 

attempts Hegemony, she needs to 

surpass the System’s Resistance. With 

+2 to the roll, she'll need to roll a 3 or 

better to take Control of the System. 

STARTING 

AOUANCEMENT 

— UNIVERSAL 
—) TRANSLATOR 

When attempting 
Hegemony, add 1 
to your die result. 
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On her next turn, she’s planning on adding another Research to 

her Project during her Building Phase, then trying to Brave the 

Hazard in the Murasaki 312 Phenomenon. If that’s successful, 

the Research Token from the Phenomenon will be enough to 

finish her first Project. 

If all goes well, she’ll have a second System under her Control 

and asecond completed Advancement by the end of her next 

turn.
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GHME ROUND SUMMARY 

| RECHARGE | 
At the end each Game Round 

players Check for Victory, Generate 

Resources and do Maintenance to 

prepare for the next Game Round. 

Check for Victory: Has any 

player achieved an Ascendancy 

or Supremacy Victory, while still 

Controlling their Home World? 

Generate Resources: Players take 

Resources from Trade Agreements 

and Nodes they Control. 

Maintenance: Add Warp Tokens 

to Ships at Warp, Research Tokens 

to Phenomenons and Refresh 

Exhausted Commands and Cards. 
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